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The Future is About Creativity + Innovation 
Emily Carr University of Art and Design is one 
of Canada's premier specialized institutions. 
We offer a unique set of programs geared to 
support the development of successful artists, 
designers, and media creators. When you 
come to Emily Carr, you will immediately 
notice the unique flavour of our campus 
situated on Granville Island in the heart of the 
vibrant, culturally diverse'city of Vancouver. 
Our Bachelor's and Master's programs have 
been carefully created to balance studio and 
academic work. You will learn how to be 
artist within a context that also encoura 
you to think critically and historically and to 
examine and re-examine your assumptions 
about how to create interesting and important 
works of art. Our students are taught 
by some of the best faculty in Canada, in 
state-of-the-art facilities. 
Our alumni range from internationally 
renowned filmmakers like Bruce Dowad to 
authors like Doug Coupland, to designers 
like Kelly Deck to recording artists like Neko 
Case, to visual artists like Brian Jungen and 
Terence Koh. One of our recent graduates, 
Mark Soo, was described by Art News in 
England as one of the top 30 emerging 
artists in the world. We have a specialized 
New Media research centre run by Dr. Maria 
tantin and a broad program of research 
that includes health design, 3-D image 
production and interactivity. Our Master's 
students spend four months working as 
interns with industry to further strengthen 
their prospects when they graduate. 
In 2010, we will turn 85 years old. We 
have grown from a small art school into 
a university with 1,700 full-time students 
and many thousands of continuing 
studies students. We are a nurturing 
place, devoted to sustainable practices 
in everything that we do and most 
importantly, we encourage students 
to develop the independence of mind 
and spirit to explore their creative talent 
and to aim for the highest standards. 
Our faculty, staff and administration 
work together to ensure that students 
have as many opportunities as possible 
to learn how artists, designers and media 
practitioners can contribute to the 
creative economy not only in Canada, 
but internationally. 
A degree from Emily Carr opens up a 
world of possibilities since you will also 
be studying with students from more 
than SO countries. Today, creative people 
are at the heart of a healthy social, 
cultural and community context as well 
as being significant contributors to the 
creative economy. 
Take a careful look at this viewbook and 





Bachelor of Design 
Communication Design Major 
Industrial Design Major 
Bachelor of Fine Arts 
Animation Major 
Critical + Cultural Practice Major 
Film, Video + Integrated Media Major 
Fine Arts + Creative Writing Major fj 
JOINT DEGREE (UNBC) dflkl 
General Fine Arts 
EXTERNAL DEGREE 
Photography Major \ 
Visual Arts Major 
-> Ceramics Concentratioi 
-» Digital + Interactive Arts' 
Concentration 
-> Drawing Concentration 
•» Illustration Concentration 
-» Painting Concentration 
•> Print Media Concentration 
•> Sculpture Concentration 
Master of Applied Arts 
Design Stream 
Media Arts Stream 
Visual Arts Stream 
Master of Digital Media 
Joint Degree with UBC, SFU and BCIT 
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All undergraduate degrees begin 
with a required common first year, 
entitled Foundation. 
Foundation 
Foundation is a critical and demanding 
first-year program that orients new 
students to Emily Carr and prepares them 
for future years of study in art, media 
and design. 
The primary goals are to.encourage inquiry 
and promote a willingness to engage 
in contemporary art and design issues. 
Contemporary practice works with the 
interrelationship of concepts, skills, and 
theories to address such themes as 
social context, audience and the relation 
of form and content. 
Practicing artists and designers take 
creative risks; they experiment with ideas 
and materials. In Foundation, students 
will explore hne art and design in a highly 
structured learning environment in order 
to develop the discipline necessary for 
working in a creative cultural practice. 
Bachelor of Design 
In this global, post-industrial, informa-
tion age, design has evolved into a 
human-centred practice with concern 
for real social needs. Our design 
programs encourage students to be 
'Citizen Designers', mindful of the 
consequences of their design actions. 
Design 
In the second year of the program, 
students pursuing a major in either 
Communication Design or industrial 
Design work side-by-side in their core 
studio courses, as they integrate specific 
technical workshops and critical studies 
with their studio practice. By the end of 
this second year, students are equipped 
to make informed decisions about the 
focus of their studies in third year and 
choose either the Communication or 
Industrial Design stream. 
Communicat ion Design 
Communication Design focuses on creating 
innovative communication messages 
and experiences that inform, educate and 
entertain. The program places emphasis 
on visual research and audience context 
for applications such as publication 
design, interface design, design for 
motion and exhibit design. The program 
also embraces the historical, cultural, 
social and technological developments 
in the held. 
Industrial Design 
Industrial Design focuses on mediating 
human experience through the design of 
objects, systems, technology, environ-
ments, products and services. The program 
places particular emphasis on sustainable 
design, user-centred methodology and 
strategies for collaboration. 
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Undergraduate 
Degrees (cont'd) 
B a c h e l o r o f F i n e A r t s 
A n i m a t i o n M a j o r 
Animation is an open and flexible program 
that embraces diverse media. Students 
develop as creative animation designers 
and critical thinkers. Courses within the 
animation program encompass 2D, 3D 
and interactive animation, integrating 
a range of approaches - from direct to 
digital. Within the animation program, 
students can focus on a specialized 
stream of courses that best suit their 
particular interests. 
C r i t i c a l + C u l t u r a l P r a c t i c e M a j o r 
The Critical + Cultural Practice major enables 
students to explore the importance of art 
history, theory and criticism while they 
develop their studio practice. Academic 
classes (Art History, Design History, 
English, Humanities, Media History, 
Science and Social Sciences) can make 
up more than half of the curriculum with 
the remainder of credits in studio 
courses. This interdisciplinary approach 
allows students to foster connections 
between theory and practice, and to 
bring modern and contemporary 
approaches to the creation of material 
and textual culture. 
F i l m , V i d e o + I n t e g r a t e d M e d i a M a j o r 
Film, Video + Integrated Media offers a 
studio-based education that explores 
contemporary practices in media arts. 
The program offers a vibrant combination 
of studio work, technical instruction, 
theory, critical analysis, history and 
professional practices. Film, Video + 
Integrated Media focuses on independent 
interdisciplinary learning processes and 
specialized technical skill development 
within a model of collaboration, historical 
and critical awareness and creative 
content development. 
P h o t o g r a p h y M a j o r 
Photography offers a strong emphasis 
on conceptual, technical and historical 
knowledge, preparing students to become 
innovative photographers within 
contemporary culture. Curriculum covers 
a wide range of cameras, black and whitei 
and colour processes, archival printing, 
digital imaging, installations, studio 
and projection lighting, projected imagery, 
image and text, and directorial work. 
Ceramics Concentration 
Curriculum integrates ceramic concepts 
and materials with sculpture, painting, 
drawing, print media, digital applications, 
design and architecture. Students explore 
expression, conceptual development, 
function, decoration and mixed media 
approaches within scientific, technologi-
cal and social contexts, both historical 
and contemporary. 
Digital + Interactive Arts 
Concentration 
In the Digital and Interactive Arts 
concentration students learn to express 
ideas through the use of digital applica-
tions and production tools by exploring 
the current culture surrounding the 
production of digital and interactive art 
and how digital applications can be used 
to inform more traditional art practices. 
Students work with graphics, web-
authoring, animation video applications, 
DVD and other new media technologies 
to produce 2D, 3D, interactive and 
time-based work. 
Drawing Concentration 
Drawing students develop an under-
standing of the technical, perceptual and 
conceptual aspects of drawing and 
participate in the exchange of ideas and 
solutions. Curriculum cultivates students' 
abilities to develop two-dimensional 
language and technical virtuosity in 
relation to contemporary art practices 
Illustration Concentration 
Students examine illustration genres 
including book, editorial and industria 
illustration, while working with a variety 
of methods and materials. Through 
critical analysis, students study the 
relationship between illustration and 
popular culture, examining and shaping the 
visual fabric of our everyday experiences 
as evidence of contemporary culture. 
Painting Concentration 
Through subjects ranging from the 
personal to the global, Painting provides 
the student with a framework for formal 
and material exploration. Whether narrative 
or abstract, painting allows for diverse 
solutions that, while acknowledging 
its history, work toward advancing the 
Print Media Concentration 
Print Media focuses on concepts and 
processes that shape artistic exploration 
and on the roles printed image and text 
play in society. Curriculum covers a 
wide range of printmaking techniques, 
including woodblock, engraving and 
Sculpture Concentration 
Curriculum emphasizes the development 
of ideas and concepts through the study 
of three-dimensional form and space. 
Techniques, materials and methods reflect 
the diversity of contemporary and traditional 
practices. Students are encouraged to 
explore sculptural approaches that include 
video, installation, electronic media and 
kinetics, as well as the production of cast 
or constructed objects. 
U n d e r g r a d u a t e 
Degrees (cont'd) 
Fine Arts + Creative Writing Major 
This is a joint degree offered by Emily Carr 
and the University of Northern British 
Columbia. Emily Carr provides expertise 
and the delivery of the visual art/studio 
curriculum and UNBC provides expertise 
and the delivery of creative writing, 
cultural studies and Aboriginal art. This 
comprehensive degree in both visual/ 
studio art and creative writing is unique 
in Canada. 
General Fine Arts - External Degree 
Emily Carr, in collaboration with North 
Island College, offers the third and fourth 
years of a Bachelor of Fine Arts - General 
Fine Arts major at North island College. 
The program is available to graduates of 
the North Island College Fine Art and 
Design Diploma Program. Students will 
enter at the third-year level and will be 
required to complete 60 credits to earn 
an Emily Carr BFA degree. 
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Master of Applied Arts 
The Master of Applied Arts degree program 
focuses on the specialized skills and 
knowledge needed to link art, design 
and media to industry and professional 
practice, while promoting critical 
reflection and intellectual inquiry. Students 
have the opportunity to combine academic 
learning and research with practical 
experience in a variety of settings from 
art galleries and museums to the creative 
industries, including design studios or 
media-based organizations, depending 
on the student's area of interest. 
Visual Arts Stream 
The program actively promotes critical 
reflection, the creative environment and 
the intellectual context for artistic 
experimentation. The Visual Arts Stream 
takes into account the creation, analysis 
and understanding of the interaction 
of culture and technology within social 
and cultural contexts, as well as the 
way various technologies have altered 
the social fabric of art production. The 
program blends rigorous individual and 
group critiques and provides a balanced 
integration of theory, practice and 
production, with access to advanced 
technologies. 
Media Arts Stream 
The program explores experimental and 
innovative design for media applications. 
The focus is to examine how images or 
objects can become an interface to 
media environments, with an emphasis 
on experimental and/or expressive 
exploration. Time-based media 
environments may include sound, 
images, text and/or alternate physical 
feedback as triggered through interaction 
Design Stream 
The program focuses on the profession; 
aspects of Communication and Industrie 
Design. It provides students with the 
ability to integrate technology, esthetic 
and human factors in a research- and 
practice-oriented environment that 
emphasizes the relationship between 
knowledge, skills and critical under-
standing. The program actively promote 
critical reflection, sustainability, the 
creative environment and the intellects, 
context for experimentation. The Desigr 
Stream takes into account the creation, 
analysis and understanding of the 
interaction of culture and technology 
within social and cultural contexts. 
Master of Digital Media 
This joint Master's program in Digital 
Media is offered by Emily Carr University 
of Art and Design, the University of 
British Columbia, Simon Fraser Universi 
and the British Columbia Institute of 
Technology. Offered at the Great Norther 
Way Campus, the program involves.stror 
support and collaboration with the loca< 
new media cluster, represented by New 





Emily Carr's student body includes 
international and exchange students from 
more than 50 countries worldwide. Set 
against the backdrop of the spectacular 
city of Vancouver, Canada, Emily Carr is 
the perfect destination for students of 
art and design from around the globe. 
Vancouver is a city that celebrates 
its multicultural tapestry, and the 
University offers international students 
a chance to thrive in its rich artistic 
environment. Emily Carr seeks to ensure 
a rewarding educational, artistic and 
cultural experience to all international 
students and recognizes the benefits 
that international students bring to 
the University. 
Emily Carr offers services to help facilitate 
success in the learning and creative 
processes and to support inter 
students in their adjustment 
Canadian educational experi 
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Continuing Studies offers exciting 
education and training opportunities for 
career transition, portfolio development, 
professional upgrading or personal 
interest in the visual arts, media arts and 
design. A wide range of programs, studio 
courses and seminars offer enjoyable, 
challenging and practical experiences, 
responding to the wide scope of your 
interests. From certificate programs and 
innovative courses to thematic institutes, 
Continuing Studies is an innovator and 
leader in the delivery of unique programs. 
Students are encouraged to experiment 
with, expand and apply their creativity 
to a range of media and further develop 
their art and design skills. Keeping class 
sizes small provides an atmosphere in 
which individual learning can thrive. 
Instructors are professional and 
practising artists, designers, writers 
and administrators in their respective 
fields. Classes emphasize a 'hands-on' 
format from experiential learning 
exercises to full studio-based courses. 
Professional development workshops 
and seminars are also offered. Arts 
administration, marketing, portfolio 
development, archiving and financial 
management are just a few of the topic 
covered. For designers, workshops in 
the latest technologies and software 
programs provide important practical 
skills in an intensive delivery-format. 
For those looking to explore the creative 
sector in a more focused way, the 
Transition to the Arts program, provide 
students with excellent preparation for 
further study at the post-secondary 
level. For those interested in a more 
defined program of study a range of 
certificate programs provide this 
opportunity. From the full-time Design 
Essentials, to the part-time certificates 
in Fine Arts, 2 D and 3 D , these one and 
two-year programs provide an intensivi 
immersion into the conceptual, creative 
technical and practical aspects of the 
held. For working professionals in the 
media sectors, the Apple Authorized 
Training Program offers certification in 
a range of applications. 
For further information, visit the Emily 
Carr website at ecuad.ca/cs. 
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Resources at Emily Carr support student 
learning and academic programs as 
well as the genera! community. From 
orofessional and student exhibition space 
to two of Vancouver's best bookstores 
and libraries for resources on art, design 
and contemporary culture, the University 
plays an important role in the city's 
cultural community. 
Intersections Digital Studios (IDS) 
IDS is Emily Carr's dedicated research space. 
It is composed of three themed studios: 
the Motion Capture and Visualization 
studio, the Wearables and Interactive 
Products studio, and the Prototyping + 
Media + Programming studio. 
The studios provide faculty and graduate 
students access to s ta te-of - the-ar t 
digital technologies to develop or 
enhance projects in all disciplines. These 
technologies were chosen to bridge 
digital and material practices and promote 
collaborations between departments. 
Examples include, 3D scanners, a 3D 
printer, a CNC machine, a stereoscopic 
projection system, and a 20-camera 
Vicon motion capture system. 
Access to a facility such as IDS allows the 
further training and education needed 
to create a new kind of art and design 
researcher — one whose understanding 
of technology is informed by a strong 
sense of esthetics and ethics. In a field 
that moves so quickly, and where 
today's innovations may be obsolete, 
tomorrow's students and researchers 
will gain more than just technical 
skills. They will gain an understanding 
of the underlying structures that fuel 
the dynamism between technology 
and creativity. 
IDS occupies a physical space of 
approximately 930 square metres of Emily 
Carr's Granville Island campus, and 
offers opportunities for collaborations 




Charles H. Scott Gallery 
The Charles H. Scott Gallery Is an integral 
aspect of the educational experience at 
Emily Carr. The Gallery has a mandate 
to exhibit contemporary art that reflects 
the range of disciplines currently 
explored within the University's 
curriculum of studies. A primary objective 
of the gallery is the presentation of 
exhibitions and public programs that 
effectively communicate the role of 
Emily Carr University of Art and Design 
as an active site for the exhibition, 
discussion, teaching and production of 
art and design. As part of its mandate, 
the Gallery functions as a teaching 
space, providing practical experience in 
many aspects of exhibition development 
and presentation. 
Students are able to interact with the 
work of professional artists in a close-up 
and hands-on manner. A number of 
students are employed on a part- t ime 
basis to assist with gallery operations 
and installations. 
32 
A program of regional, national and 
international exhibitions is carried out, 
with an emphasis on contemporary 
thematic group shows that contain an 
educational or critical component, and 
on solo exhibitions that offer in-depth 
analysis of an artist's production. 
The Charles H. Scott Gallery provides 
leadership in the community by initiatinj 
projects that involve the public, Emily Can 
and artistic communities in a dialogue 
about the development of critical 
practice in art and design. Support is 
given to architecture, design and 
cross-discipl inary practice, as well as 
new technologies and traditional media. 
In an effort to expand public knowledge 
and awareness, the Gallery sponsors 
lectures and symposia and is committed 
to the production and dissemination of 
publications and exhibition catalogues 
1 
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Granville Island Campus 
The main campus of Emily Carr is located 
on Granville Island, a bustling hub of arts, 
culture and entertainment in the heart 
of Vancouver, BC, Canada. The Island is 
popular with both local residents and 
tourists, and attracts more than eight 
million visitors annually. The University 
is a weil-known landmark on the Island, 
and its galleries and special events attract 
many of these visitors. 
In addition to the University, the Island 
community includes numerous theatres, 
artists' studios and galleries, restaurants, 
a public market, an art supplies store, a 
community/fitness centre, a hotel and 
many other facilities. The Island is 
accessible by foot, vehicle and harbor 
ferry, and is close to several regional 
transit routes. 
VANCOUVER IS SITUATED ON CANADA'S 






Aboriginal artistic traditions arevi 
expressions of our culture and are conti 
shifting between traditional and content 
representation and re-interpretation. 
The intersection of art; identity, cfeativi 
culture has shaped my art practice in interestii 
ways. Working with natural materials is like 
a slow unpredictable journey with the need 
for exploring and experimentation... and a. 
the ability to persevere despite set 
Imagination is shaped by our famii 
and community... 
My art forms are 
expressions of m 
n U l v i v l I l n -
Iff If flfl1 
B R E N D A C B A B T B E E 
ABORIGINAL PROGRAM COORDINATOR AND 
FACULTY OF VISUAL ART + MATERIAL PRACTICE 
Objects communicate history, beliefs, and 
culture and these objects become a distinc 
element in the formation of our identities... 
join our Emily Carr community on your 
educational journey and share your story. 
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ASSOCIATE PROFESSOR, FACULTY OF DESIGN t 
DYNAMIC MEDIA 
logies are changing the way we 
and play. This raises questions 
concerning what technology can do, and 
what technology should do. The products, . 
systems and services we create with new 
technology are of little value if we can't 
readily understand what they are, what theyi 
do and how to use them. Good design is a 
critical link in this process. 
The development of integrated solutions to • 
the individual social, environmental, cultural': 
and physiological issues associated with 
emergent technologies is key. Industrial, i 
interaction and product design shift the focus 
to validation of human experience as the i 
central issue in the design process. This 
approach places increased emphasis on the 
need to balance the technical and human 
parameters in product development through 
an active dialogue with prospective users. 
I M A G E S (top): MURtO: A TANGIBLE INTERACTIVE MUSEUtt 
GUIDE; (bottom, left + right): PAGECRAFT. 
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